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Urban Class Features 
By Ari Marmell 


Even as a city can present different adventuring challenges than other environments, 
so do heroes with unusual abilities rise to meet those challenges. In a campaign that 
covers multiple settings, it hardly matters if some characters are more effective in one, 
and others in another; in fact, such myriad skills are all but essential. In a city-focused 
campaign, however, a traditional druid or ranger might find her abilities less useful than 
those of classes such as the rogue or the bard. 


Of course, you can gear these classes toward adventuring in the city from the start. 
The urban barbarian is no wild warrior from a distant land, but a rage-driven 
streetfighter from the worst neighborhoods. The urban druid still seeks to manipulate 
the natural world while revering its powers, but she may be more interested in the ebb 
and flow of the city -- and the living things within -- than in the surrounding woods or 


distant fields. 


Presented here are urban-oriented alternate class features for the barbarian, druid, ranger, scout (Complete 
Adventurer), and spirit shaman (Complete Divine) classes. Not all city-dwelling members of these classes 
possess these features, but the options exist for those who want them. In addition, while the paladin is hardly a 
wilderness-oriented class, her summoned mount is not appropriate for all city-focused campaigns, so she gains 
a few alternate class features as well. 


Several class features presented here reference feats and mechanics found in Cityscape. 
City-Shape 


The ability to transform into an animal is the hallmark of the druid, so much so that even many urban druids 
choose to retain it. Some, however, prefer the ability to blend and maneuver within the streets of the city, 
sacrificing size for a wider range of forms. 


Class: Druid. 
Level: 5th. 


Replaces: If you select this class feature, you do not gain all the aspects of standard wild shape (except for the 
ability to wild shape into an elemental at high levels, which remains unchanged). 


Benefit: At 5th level, the druid gains the ability to transform into an animal, as per the standard wild shape 
ability. She can do this once a day to start with, but the frequency of her wild shapes increases as per the 
standard druid advancement chart. 


At 8th level, the druid does not gain the ability to transform into Large animals. Instead, she may transform into 
Small and Medium vermin, as well as animals. 


At 11th level, the druid gains the ability to transform into Tiny animals and vermin. 


At 12th level, the druid does not gain the ability to transform into plant creatures. Instead, she may transform 
into an animal- or vermin-based swarm, so long as it fits within her standard wild shaping Hit Die limits. 


At 15th level, the druid does not gain the ability to transform into Huge animals. Instead, she gains the ability to 
transform into Large animals and vermin. 


Special: The Natural Spell feat functions with city-shape just as it does standard wild shape. 
City Soul 


The most powerful druids can transform themselves into elementals, representatives of the building blocks of 
reality itself. A few urban druids, truly taken with the nature and order of the city, prefer more mundane forms. 


Class: Druid. 
Level: 16th. 


Replaces: If you select this class feature, you do not gain the wild shape (elemental) ability, or later 
improvements to that class feature. 


Benefit: At 16th level, the druid can use her wild shape (or city-shape) ability to become a Small, Medium, or 
Large animated object (MM 13) once per day. These forms are in addition to her normal wild shape uses. In 
addition to the normal effects of wild shape, she gains all the animated object's extraordinary abilities, as well 
as many traits of the construct type (low-light vision, darkvision to 60 feet, and immunity to critical hits, poison, 
disease, paralysis, and stunning). 


The precise form must be an object common to the city environment, such as a wagon, a statue, or the like. 
(Talk to your DM in advance to determine what sorts of forms are available and what are off-limits.) 


The druid can assume the form of an animated object twice per day at 18th level, and three times per day at 
20th level. At 20th level, she can use this ability to turn into a Huge animated object. 


Special: The Natural Spell feat functions with city soul just as it does standard wild shape. 
Crowd-Walker 


Certain individuals are comfortable among the throngs of citizens in even the most densely packed city. They 
know how to maneuver deftly through such environs without impediment. 


Class: Druid or ranger. 
Level: 2nd (druid) or 7th (ranger). 
Replaces: If you select this class feature, you do not gain woodland stride. 


Benefit: When moving through a crowd, the crowd-walker moves at her normal rate, rather than requiring two 
squares of movement for every square as is normal. In addition, light debris does not impede her movement, 
and she treats heavy debris as light debris. Any other sort of rough terrain impedes her normally, however. 


Ferocity 


Where most barbarians define themselves by nigh-unstoppable rage, a few streetfighters and urban warriors 
have mastered different techniques. By working up a surge of adrenaline, they hit just as hard, and 
substantially faster, than their counterparts, while dodging the inevitable counterattack. 


Class: Barbarian. 
Level: 1st. 


Replaces: If you select this class feature, you do not gain rage, or any later improvements to that class 
feature, nor do you gain indomitable will. 


Benefit: Once per day, the barbarian can enter a state of adrenaline-fueled fury, increasing both his physical 
might and his reaction time. He temporarily gains a +4 bonus to Strength and a +4 bonus to Dexterity, but he 
takes a -2 penalty on ranged attack rolls beyond short range (30 feet). 


He can enter this state as an immediate action, even when flat-footed at the start of combat, so he may apply 
the enhanced Dexterity modifier to his initiative check. 


While in a state of ferocity, the barbarian cannot use any Charisma- or Intelligence-based skills (except for 
Intimidate), the Concentration skill, or any abilities that require patience or concentration, nor can he cast spells 
or activate magic items that require a command word, a spell trigger (Such as a wand), or spell completion 
(such as a scroll) to function. He can use any feat he has except item creation feats and metamagic feats. 
Ferocity lasts for a number of rounds equal to 4 + his Constitution modifier (if positive). The barbarian may 
prematurely end his state of ferocity. At the end of ferocity, he loses the ferocity modifiers and restrictions and 
become sickened (-2 on all attack rolls, weapon damage rolls, saving throws, skill checks, and ability checks) 
for the duration of the current encounter (unless he is a 17th-level barbarian, at which point this limitation no 
longer applies). Abilities that normally render him immune to being sickened (Such as the Strong Stomach feat, 
Cityscape 64) reduce the penalties to -1, but do not remove them entirely. 


The barbarian can invoke ferocity only once per encounter. At 1st level he can use this ability once per day. At 
Ath level and every four levels thereafter, he can use it one additional time per day (to a maximum of six times 
per day at 20th level). 


Greater Ferocity: At 11th level, his bonuses to Strength and Dexterity during ferocity each increase to +6. In 
addition, the duration of his ferocity increases to 5 + your Constitution modifier (if positive). 


Shifting Stance: At 14th level, while in a state of ferocity, he gains a +1 dodge bonus to Armor Class and Reflex 
saves. 


In addition, while in a state of ferocity, the barbarian can stand from prone as a swift action that does not 
provoke attacks of opportunity. If a foe that threatens him has a base attack bonus that is 4 points or more 
higher than his barbarian level, however, she gains an attack of opportunity as normal. (These abilities replace 
indomitable will.) 


Relentless Ferocity: At 17th level, the duration of his ferocity increases to 6 + his Constitution modifier (if 
positive), and he no longer become sickened at the end of his ferocity. In addition, the dodge bonus granted by 
his shifting stance ability becomes +2. 


Unstoppable Ferocity: At 20th level, the barbarian's bonuses to Strength and Dexterity during ferocity each 
increase to +8. 


Go to Ground 


Just as most druids and scouts have an almost supernatural ability to avoid being tracked in the wild, so too 
have others learned to blend in so fully with the urban throng that nobody remembers their passage. 


Class: Druid or scout. 
Level: 3rd. 
Replaces: If you select this class feature, you do not gain trackless step. 


Benefit: When you choose to "lay low," you become all but impossible to find without magical means. All 
attempts to find you with Urban Tracking (Cityscape 64) simply fail outright. 


Hidden Stalker 


For those who know how to use them, the ever-shifting 
concealment of the throng and the back alleys of the city provide 
just as much opportunity for stealth as the shadows of the trees 
or the early morning fog. 


Class: Ranger or scout. 
Level: 13th (ranger) or 8th (scout). 


Replaces: If you select this class feature, you do not gain the 
camouflage ability, and your hide in plain sight ability (gained at 
higher levels) is modified. 


Benefit: Upon first gaining this ability, the hidden stalker no 
longer takes a -5 penalty on Hide checks when moving faster 
than half speed, nor does she take the standard -10 penalty when 
attempting to hide during a brief distraction. In addition, the 
presence of other people within 5 feet is considered sufficient 
cover for her to hide, making it easy for her to vanish into a 
crowd. 


At the second level of this ability, the hidden stalker gains hide in 
plain sight, but this ability functions in any urban environment, rather than only in natural environments as 
written. 


Iron Constitution 


Natives to the worst and filthiest areas of the city have to contend with stenches and illnesses of a sort rarely 
found in the wild, yet some have become so inured that they are all but immune. 


Class: Druid. 
Level: 4th. 
Replaces: If you select this class feature, you do not gain resist nature's lure. 


Benefit: The druid gains Strong Stomach (Cityscape 64) as a bonus feat, even if she does not meet the 
prerequisites. If she already has this feat, she may instead choose any feat for which she does meet the 
prerequisites. 


In addition, the druid gains a +2 bonus on saves against disease. 
Riposte 


While most scouts rely on mobility to overcome their opponents, some focus instead on taking advantage of 
the openings their foes provide in combat when making their own attacks. 


Class: Scout. 
Level: 1st. 


Replaces: If you select this class feature, you do not gain skirmish or any later improvements to that class 
feature. 


Ability: Any time the scout attacks a foe that has made a melee or ranged weapon attack against her within 
the past round (whether or not the attack hit you), her attack deals an extra 1d6 points of damage. This extra 


damage increases by 1d6 for every four levels gained above 1st (2d6 at 5th, 3d6 at 9th, 4d6 at 13th, and 5d6 
at 17th). 


This extra damage applies only against living creatures that have a discernable anatomy. Undead, constructs, 
oozes, plants, incorporeal creatures, and creatures immune to extra damage from critical hits are not 
vulnerable to this additional damage. The scout must be able to see the target well enough to pick out a vital 
spot and must be able to reach such a spot. She can apply this extra damage to ranged attacks, but only if the 
target is within 30 feet. 


At 3rd level, the scout gains a +1 competence bonus to Armor Class against any creature to which she has 
dealt riposte damage, as described above. This bonus lasts until the start of her next turn. If she deals riposte 
damage to more than one creature in a round, she gains this bonus against all of them; it is not limited to a 
single foe. This bonus improves by 1 for every four levels gained above 3rd (+2 at 7th, +3 at 11th, +4 at 15th, 
and +5 at 19th level). 


The scout loses this ability when wearing medium or heavy armor or when carrying a medium or heavy load. 
Rival Organization 


A few urban rangers, devoted to a particular organization, guild, or church, prefer to focus their studies and 
their efforts against a rival group, instead of a specific race. 


Class: Ranger. 
Level: 1st. 


Replaces: If you select this class feature, you do not gain favored enemy or any later improvements to that 
class feature. 


Benefit: At 1st level, the ranger chooses one particular organization that he has studied in depth. This could be 
a guild, a noble house, a church, or any similar specifically defined entity. (See Chapter 3: Politics and Power 
in Cityscape for definitions and samples of these groups.) Due to his knowledge of how the organization 
operates, he gains a +2 bonus on Bluff, Intimidate, Gather Information, Knowledge (local), and Sense Motive 
checks made against, or pertaining to, members of that organization. Likewise, due to his heightened 
awareness around these individuals, he gains a +2 bonus to Armor Class against members of this group. 


At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional 
rival organization. In addition, at each such interval, the bonus against any one rival organization (including the 
One just selected, if so desired) increases by 2. 


Roof-Dweller 


Those who grow up on the streets of the city are often equally at home above the streets, where the rooftops 
provide an unseen highway. 


Class: Barbarian. 
Level: 1st. 
Replaces: If you select this class feature, you do not gain fast movement. 


Benefit: The barbarian gains Roofwalker (Cityscape 63) as a bonus feat, even if he does not meet the 
prerequisites. 


Additionally, as of 6th level, he need not meet the prerequisites for the Roof-Jumper feat (Cityscape 62) if he 
chooses to take it, though it is not a bonus feat; the barbarian must still spend a feat slot to acquire it. 


Skilled City-Dweller 


The various wilderness-oriented skills are valuable indeed, but make less sense -- and may prove less useful -- 
for an urban character. 


Class: Any class that has one or more of the "skills replaced," as listed below, on its list of class skills. 
Level: 1st. 
Replaces: If you select this class feature, you do not gain the "skills replaced" as listed below. 


Benefit: The skilled city-dweller gains one or more skills as class skills, at the expense of other skills. If she 
does not have the proper skill to lose, she cannot gain the skill it grants as an urban benefit. 


Note that she need not swap out all these skills. A skilled city-dweller may pick and choose, but she cannot 
later change her mind. 


Skilled City-Dweller 


Skill Gained Skill Replaced 
Gather Information Handle Animal 
Knowledge (local) Knowledge (nature) 
Sense Motive Survival 

Tumble Ride 

Stand Fast 


While most paladins enjoy the companionship of a summoned mount, those who live amidst large populations 
often prefer to devote their energies toward protecting those around them and defending the city from outside 
threats. 


Class: Paladin. 
Level: 5th. 
Replaces: If you select this class feature, you do not gain a special mount. 


Benefit: Starting at 5th level, a paladin may use the following two abilities, once per day each, as an 
immediate action. At 11th level, she may use each ability twice per day, and at 18th level she may use each 
ability three times per day. 


e Add the paladin's divine grace (Charisma modifier) on the saving throw of all allies within 20 feet. She 
must add this bonus on the same save for each of them; thus, she could add to everyone's Reflex 
save, or everyone's Will save, but she could not grant some a bonus on Reflex and others a bonus on 
Will. She does not gain any bonus for using this ability, but neither does she lose her own divine grace 
bonus. This bonus lasts for 1 round. 


e Add the paladin's divine grace (Charisma modifier) on any roll she makes to resist a bull rush, disarm, 
grapple, sunder, or trip attack. She cannot use this ability when she is making such an attack; it is 
defensive only. 


Streetfighter 


The ability to take a blow is valuable, but on the violent and crowded streets of the city, the winner of a brawl or 
a duel is often the one who can hit hardest and fastest. 


Class: Barbarian. 
Level: 7th. 


Replaces: If you select this class feature, you do not gain damage reduction at 7th level, or any of the 
improvements to damage reduction at higher levels. 


Benefit: The barbarian gains the ability to swiftly bring the fight to his foe and to hit him hard. 


e At 7th level, the critical threat range of any charge attack he makes, or any attack he makes against a 
flat-footed foe, increases by 1. (Thus, a greataxe would threaten a critical hit on a roll of 19 or 20.) 
This ability stacks with the Improved Critical feat or the keen weapon enhancement. 


e At 10th level, the barbarian can make a single turn, up to 90 degrees, during a charge. 
e At 13th level, the barbarian can charge through squares occupied by his allies or by noncombatants. 


e At 16th level, the barbarian can move up to four times his speed when making a charge attack, rather 
than double. 


e At 19th level, the barbarian acquires a "cleaving charge." If he drops an opponent on a charge attack, 
and he has at least 10 feet of movement remaining, he can immediately make a new charge attack 
against a second foe. If he drops that foe and still has movement remaining, he can charge a third, 
and so on until he either fails to drop a foe, or runs out of movement. All the other standard rules for a 
charge attack still apply, including the fact that he must have at least 10 feet of distance to make the 
charge. 


e Even if he somehow gains the ability to make multiple attacks on a charge (such as with the lion's 
charge spell from the Spell Compendium), he must drop the foe on the first attack to use this ability. 
Similarly, he cannot use this ability and Cleave or Great Cleave in the same round. 


Urban Companion 


The fearsome animal companions who accompany some casters in the wild are indeed a boon in combat, but 
a hulking wolf or creeping tiger is out of place in an urban environment. Some characters believe that small and 
subtle is of greater value than massive and mighty. 


Class: Druid or ranger. 
Level: 1st (druid) or 4th (ranger). 
Replaces: If you select this class feature, you do not gain an animal companion. 


Benefit: The character gains the companionship of a smaller but far more intelligent creature than she 
otherwise would have. This is identical to the sorcerer's ability to summon a familiar (PH 52), including all 
benefits granted and gained by the familiar, except as noted below. Her functional level for determining the 
abilities of the companion is equal to her druid level or one-half her ranger level. 


e She does not lose experience points if her urban companion is slain, and she requires only 24 hours 
to replace one who is lost. 


e Her urban companion has total hit points equal to 3/4 her own hit points, rather than half as per a 


familiar. 


e The urban companion gains the ability to speak with other animals of its kind when she has an 
effective master level of 1st, rather than 7th. 


e When she reaches an effective master level of 7th, she can speak with animals of her companion's 
kind, as per speak with animals. This is a supernatural ability that functions constantly, and it requires 
only a free action to reactivate if somehow dispelled. 


Urban Sense 


Druids native to the sprawling city master a widely differing range of skills than their wilderness-based 
counterparts. 


Class: Druid. 

Level: 1st. 

Replaces: If you select this class feature, you do not gain nature sense. 

Benefit: She gains a +2 bonus on Knowledge (local) checks and Sense Motive checks. 
Urban Tracker 


Many rangers of the city learn to hunt people down through interrogation and questioning, since following 
tracks is often all but impossible on the busy streets. 


Class: Ranger. 

Level: 1st. 

Replaces: If you select this class feature, you do not gain Track as a bonus feat. 
Benefit: He gains Urban Tracking (Cityscape 64) as a bonus feat. 

Voice of the City 


For some, the ability to make oneself understood in the midst of any culture is of far greater value than the 
ability to influence the beasts of the wild. 


Class: Druid, ranger, or spirit shaman. 
Level: 1st. 
Replaces: If you select this class feature, you do not gain wild empathy. 


Benefit: Through a combination of body language, tone, and expression, the voice of the city can make herself 
understood by those who do not speak her language, and she can interpret their meaning the same way. 
Simple concepts that can be conveyed in a few words (such as "Help!" or "Drop your weapon!") can be 
conveyed automatically. More complex concepts require her to make a roll: d20 + her class level + either her 
Wisdom modifier (if trying to understand someone else) or Charisma modifier (if trying to make someone else 
understand her). Roll each only once per conversation. If she fails, she cannot try to communicate with that 
specific individual via this ability until she has gained a level. (Thus, it is possible, if she succeeds in one roll 
but fails in the other, to hold a conversation where she can understand the other speaker but he cannot 
understand you, or vice-versa.) 


The DC of the roll depends on creature type and how closely the individual's language is related to any of her 
own. The ability works most effectively with other humanoids. In this case, if the individual's language uses the 
same alphabet as any language she knows, the DC is 20. If it does not, the DC is 30. (See Speak Language, 
PH 82, for this information.) 


The above DCs increase by 5 if the speaker is a fey, giant, or monstrous humanoid; they increase by 10 if the 
speaker is an elemental. If the other individual is of any other creature type, she cannot communicate via this 
ability. 


If the speaker is deliberately trying to make himself understood, the voice of the city gains a +2 circumstance 
bonus on this roll. If she is attempting to interpret his speech from outside normal conversational distance 
(such as eavesdropping), she takes a -4 penalty on this roll. 


In addition, she gains Speak Language as a class skill. 


Urban Magic 
By Ari Marmell 


Cityscape presents a variety of new feats, 
spells, and warlock invocations that were 
developed in an urban environment or that 
you can use in a city-based setting. While 
these are the most prevalent of new tools 
and tricks for the urban adventurer, 
however, they are far from the only ones. 
Other, stranger wielders of magic, from the 
mysterious shadowcaster to the heretical 
binders, draw on powers and entities of a 
particularly urban bent. For those who do 
not practice such esoteric arts, not only 
magic items, but also alchemical and 
entirely mundane tools, exist to enhance the abilities of the city 
explorer. 


Several of the abilities and items herein reference mechanics from 
Cityscape. Both the shadowcaster and the binder can be found in 
the Tome of Magic. 


Spirits of the City 


Binders do not work their own magics, but instead call upon and bond with vestiges, strange spiritual beings 
from beyond the known multiverse. While none of these vestiges are entirely unique to large communities, 
several have both histories and abilities that lend themselves toward urban adventuring. 


Astaroth, Unjustly Fallen 


A fallen angel who would never accept responsibility for his own transgressions, Astaroth grants his 
summoners influence over the behavior of others, knowledge of hidden things, and the ability to sicken 
enemies. 


Astaroth 

Vestige Level: 4th 
Binding DC: 22 

Special Requirement: No 


Legend: Scholars know little of Astaroth before his fall, save that he favored constant interference and 
assistance when it came to mortals, rather than leaving them to develop on their own. Some tales claim that he 
was responsible for teaching humanoids such techniques as metalworking and even alchemy. 


According to ancient writings, Astaroth himself maintains that this was why he fell, cast from Heaven for the 
"crime" of aiding the mortal races in their development of civilization. Most theologians, however, remain 
convinced that the angel was exiled for greater crimes. Legends range from an attempt to usurp the position of 
some heavenly god, to an effort to raise an entire mortal race to celestial status, to an attempt to turn all 
mortals away from worship of the gods so that he might be free to influence them as he saw fit. Astaroth 
admitted to no such defiance, however, and swore to the day of his disappearance that his fall was unjust. 


For centuries Astaroth roamed many worlds, mortal and spiritual alike. To the celestials, he was an outcast -- 
another prideful fallen angel who could not even admit to his errors, let alone atone for them. Yet because he 
refused to embrace damnation, he found no allies among the fiends either. Eventually he settled among 
mortals. He watched over them as a guardian and mentor to start, but slowly his obsession with "protecting" 
the mortals grew uncontrollable. Astaroth became a dictator, restricting even the day-to-day behavior of his 
subjects to keep them "safe." The fallen angel was finally slain by an uprising within the populace, but none of 
the Outer Planes would grant his soul any respite. Eventually, with no afterlife to call his own, stripped even of 
his physical existence, Astaroth simply went -- elsewhere. 


Manifestation: Accompanied by the sound of flapping wings and cawing crows, Astaroth manifests as a 
hideously ugly angel. His limp wings are filthy gray, his features drawn and gaunt, and his eyes yellowed. He 
carries a viper in his right hand and wears a tarnished crown upon his brow. A horrific stench accompanies 
him, almost but not quite enough to sicken everyone nearby. 


Sign: Your skin yellows, and you emit a foul, unwashed odor. While this odor is not strong enough to impede 
or distract an opponent, it does attract attention. 


Influence: Astaroth's influence renders you incapable of taking responsibility for your own actions. You cannot 
admit any fault, acknowledge any mistake, or make reparations or apologies for any wrong, no matter the 
consequences or the evidence against you. 


Granted Abilities: Astaroth guided mortals, and he still grants abilities based in knowledge and education. As 
a fallen angel, and then a vestige, his magics have grown ever grimmer and more distasteful; he also grants 
powers based on directly controlling and offending others. 


Angelic Lore: Astaroth constantly whispers the secrets of reality in the back of your mind, allowing you to draw 
on his own nigh-infinite knowledge. This functions as the bardic knowledge ability (PH 28), based on your 
effective binder level. 


Astaroth's Breath: Once every 5 rounds, you can exhale a 60-foot cone of foul-smelling gas. Creatures within 
the cone must make a Fortitude save or be nauseated for 1 round and sickened for an additional 1d4 rounds. 
Those who make the save are merely sickened for 1 round. Creatures immune to poison or disease are 
immune to this effect. 


Honeyed Tongue: You gain a +4 competence bonus on Bluff, Diplomacy, and Intimidate checks. 


Master Craftsman: While bound to Astaroth, you gain a +4 competence bonus on all Craft checks. In addition, 
each time you bind with Astaroth, you may select one item creation feat as a temporary bonus feat. So long as 
you continue to bind with Astaroth, you may use that feat as though you possessed it normally; you must still 
spend all standard gold and XP for any item you create, and you must still provide all necessary spells for a 
given item. 


If your effective binder level is not at least as high as the necessary caster level to take a specific item creation 
feat, you cannot choose that feat. For instance, a 4th-level binder could not choose any item creation feat with 
a prerequisite of caster level 5th or higher. 


Word of Astaroth: You may make a suggestion, as the spell, with a caster level equal to your effective binder 


level. You must wait 5 rounds before attempting another suggestion, 
and at any given time, you may only have a total number of people 
‘under the effects of this ability equal to your Charisma bonus. 


Desharis, the Sprawling Soul 


' The first of the "city-born fey," represented today by such creatures 
f as the zeitgeist (Cityscape 138) and the gray jester (Heroes of 

|} Horror 151), Desharis is a boon to those who work to spread 
civilization, and anathema to most fey and worshipers of the wild. He 
grants binders shelter against the dangers of the wild, and he 
provides powers to carve out their own niche against nature. 


o A 


1 Desharis 

Vestige Level: 6th 

Binding DC: 27 

Special Requirement: Yes 


E 


Legend: According to ancient myths, the earliest true community 

Ri was a human village called Desh, or "shelter" in the old tongue. Here 
the people dwelt together for protection against predators, and they first constructed structures rather than use 
existing shelters for protection against the elements. (For more on the legend of Desh, see Races of Destiny.) 


This legend itself is neither uncommon nor unknown today. What few realize, however, is how swiftly the 
natural and magical worlds adapt to changes within. Desh was not merely the first community, but it also 
birthed the first urban fey, a distant ancestor of what would become the mighty zeitgeist. 


Desharis knew nothing of his own origins. He knew only that of his two conflicting urges -- one to protect the 
sanctity of the natural world, the other to defend Desh and the people therein -- the latter was by far the 
stronger. Invisibly, he worked to stave off attacks from predators; to keep the village free of plague; and to aid 
its inhabitants when other humanoids attempted to raid Desh for its supplies. While the people of Desh thanked 
the gods and spirits for their fortune, however, they never knew of Desharis himself. The other fey of the world, 
horrified at the notion of a spreading society that might supplant the natural order, counted Desharis a traitor. 
They worked to thwart his efforts and even destroy him. Though he was, in effect, the very embodiment of 
community, Desharis was ever alone. 


Desharis grew bitter at the disdain of the other fey, and some suggest that he inspired the spread of civilization 
as vengeance against them. Whatever the case, Desharis spread as the notion of community did, growing ever 
more diffuse, ever larger. Though he gained in size and influence, he gained nothing in the way of power; 
smaller villages added nothing to his abilities, and larger communities frequently birthed their own urban fey. 
Eventually, the spirit of community was too diffuse and spread out to exist as a being at all -- and yet, as the 
embodiment of civilization, now a permanent part of the world, he could not entirely fade away. 


Special Requirement: If you have gone more than a day without binding Desharis, you may only draw his seal 
in a village or larger city. Attempts to do so elsewhere fail outright. You can, however, "carry" Desharis into the 
wild; this is why you may continue to summon him, even outside the urban environment, if you have not 
allowed more than a day to lapse since you last did so. 


Manifestation: Desharis appears with the sound of a hundred distant voices talking and shouting, though 
specific words remain completely unintelligible. A veritable mob of individuals appears as from a great 
distance, as though the air above his seal had become a window to some other place. As the mob approaches, 
these bare silhouettes meld together even as they take on greater details, eventually combining to form a 
single humanoid shape standing 10 feet in height. Though the silhouettes look human, Desharis himself 
appears made of equal amounts of stone, wood, metal, and glass. 


Sign: While hosting Desharis, your eyes turn to glass. Anyone meeting your gaze sees the movement of 
multiple silhouettes behind them, as though looking through a window at a busy street. 


Influence: Under Desharis's influence, you cannot stand to be 
alone, and the more people you have around you, the better. You 
never voluntarily accept any task that requires you to be alone, 
and you argue vigorously against options that would split the 
party. If you have the opportunity to socialize with large groups of 
people (such as entering a boisterous tavern), you must take it 
unless doing so is overtly harmful, or you have reason to suspect 
the individuals are hostile to you. 


Granted Abilities: Desharis grants abilities that reflect his desire 
to protect the civilized peoples of the world, plus provides a few 
that show his anger at the fey and other creatures of nature. 


City-Dweller: While hosting Desharis, you move at your normal 
rate when moving through a crowd, rather than requiring two 
squares of movement for every square as is normal. In addition, 
you gain a +6 competence bonus on Gather Information and 
Knowledge (local) checks (and may use the latter even if you 
have 0 ranks in it). 


Infinite Doors: Once per day, you can pass through an exterior doorway (one that leads from inside a building 
to outside), and appear through another exterior doorway within 3,000 yards. The two doors must both be set 
in buildings made of similar materials; for instance, you could pass from a wooden building to another wooden 
building, or a stone building to another stone building. You can either select a specific door with which you are 
familiar as the destination, or simply declare that you are appearing through the closest appropriate door to a 
given distance. (If no appropriate portal exists within range or in the direction you wish to travel, the effect does 
not function.) This is a teleportation effect. 


Language of the City: You can speak with any humanoid, as per the tongues spell. 


Smite Natural Soul: You may attempt to smite an animal, elemental, fey, or plant with a single melee attack. 

You add your Charisma bonus (if any) to the attack roll and deal 1 extra point of damage per effective binder 
level. If you accidentally smite a creature that is not one of the above types, the attempt has no effect. Once 

you have used this ability, you cannot do so again for 5 rounds. 


Spirits of the City: You can animate objects, as the spell, as a caster of your binder level. Once you have used 
this ability, you must wait 5 rounds after the effect has expired, or all the objects have been destroyed, before 
you may do so again. 


Shadows of the City 


Binders are not the only practitioners of strange magics operating in the bustling city. The night-touched 
shadowcaster draws her power from the Plane of Shadow, and the dark and twisted reflection of the material 
world cast therein. And nothing, an urban shadowcaster would tell you, casts a longer or darker shadow than 
tall buildings and endless winding streets. 


Apprentice Path Mysteries 


Night's Long Fingers 

1 Quicker than the Eye: Gain bonus on Sleight of Hand checks; use Sleight of Hand at a distance. 
2 Trail of Haze: Touched target emits a trail of shadowy mist only you can see. 

3 Umbral Fist: Make special attacks at a distance. 


Darkened Alleys 

4 Fearful Gloom: Area of shadow causes fear in all who enter. 

5 Sickening Shadow: Area of shadow causes illness in all who enter. 

6 Deadly Shade: Area of shadow enhances or dampens damage dealt within. 


Master Path Mysteries 


Shadowscape 

7 Grasping Shadows: Tendrils grapple foes and cause blindness. 

8 Menagerie of Darkness: Transform nearby animals and vermin into shadow creatures and gain control over 
them. 

9 Black Labyrinth: Shift portions of the real world into Shadow and vice-versa, creating a bewildering array of 
effects. 


New Mysteries 


Black Labyrinth 

Master, Shadowscape 

Level/School: 9th/Conjuration (Creation) 

Range: Long (400 ft. + 40 ft./level) 

Area: One-mile-radius spread, centered on a point in space 
Duration: 24 hours/2 levels (D) 

Saving Throw: Will partial; see text 

Spell Resistance: No 


The air blackens, the shadows of the alleys lengthen, and the wind shrieks as the Shadow and Material Planes 
collide. 


Black labyrinth causes substantial disorientation within the area it affects. Direction and distance become 
impossible to determine, as the world itself bends and twists. 


e All attacks have a 50% miss chance. 


e Area effects with a source or target within the black labyrinth have a 20% chance of improper 
placement. If this occurs, the spell is centered 1d4 x 5 feet in a random direction from where the 
caster intended. To determine direction, use the rules for a missed splash weapon (PH 158). 


e All Search and Spot checks take a -10 penalty. 


e Any movement, from a 5-foot step to a full run and everything between, occurs in a random direction. 
(Again, use the rules for a missed splash weapon to determine direction.) Reroll any result that places 
the creature in an "illegal" space (in another creature's area, within a wall, and so on). A random roll 
that results in a fall off a ledge (or a similar mishap) is allowable. A successful Will save negates this 
particular effect, but that save must be repeated for each round of movement. 


e Any teleportation effects with a destination inside the black labyrinth deposit their passengers 1d% x 5 
feet from the intended destination. If this would put them inside a solid object, treat as a mishap as 
described in the teleport spell. If this would send them outside the mystery's area, roll again. A teleport 
effect cast within the black labyrinth and intended to transport the subject to a point outside the 
affected area requires a successful Will save; failure indicates that the subject instead teleports to a 
random point within the blacklabyrinth. 


When within your own black labyrinth, you are immune to the last two effects (movement and teleportation), but 
not the others. You may attempt to guide your companions through the /abyrinth; this does not allow them to 
find their way automatically, but it does grant them a +4 bonus on Will saves to resist those two effects. 


Deadly Shade 

Initiate, Darkened Alleys 

Level/School: 6th/Necromancy [darkness] 
Range: Close (25 ft. + 5 ft./2 levels) 

Area: 30-ft.-radius emanation 

Duration: 1 round/level (D) 

Saving Throw: Fortitude negates; see text 


Spell Resistance: Yes 


Tenadrils of darkness flow from the ground like smoke, filling the area with writhing, shifting darkness. A cold 
draft washes over your soul even as the tendrils rise. 


The area of deadly shade is filled with shadowy illumination, as per darkness (PH 216). In addition, each time 
you invoke this mystery, decide if you wish the spell to deal or absorb damage. 


If you choose to deal damage, anyone within the area who suffers hit point damage from any source must 
make a Fortitude save. Failure indicates that the subject gains a negative level. Success prevents the negative 
level, but if the individual is damaged again within the area, he must attempt a new save. These negative levels 
fade in 1 hour per caster level, and they never cause permanent level loss. 


If you choose instead to have the deadly shade absorb damage, all creatures within the area gain DR 4/-- and 
energy resistance 4 against all energy types. (This stacks with other forms of resistance or other sources that 
grant DR X/--.) 


Fearful Gloom 

Initiate, Darkened Alleys 

Level/School: 4th/Necromancy [Darkness, Fear, Mind-Affecting] 
Range: Close (25 ft. + 5 ft./2 levels) 

Area: 30-ft.-radius emanation 

Duration: 1 round/level (D) 

Saving Throw: Will partial; see text 

Spell Resistance: Yes 


Plumes of blackness swiftly fill the air like a viscous fog. The shifting of shadow and mists just barely suggests 
the presence of screaming faces and indescribable horrors lurking in the dark. 


The area of fearful gloom is filled with shadowy illumination, as per darkness (PH 216). All creatures within the 
area, or who enter it, must attempt a Will save or become frightened; on a successful save, they are shaken 
instead. If the creature has fewer than 5 HD, it is panicked on a failed save and frightened on a success. 
Creatures within the area must repeat the save each round until they either fail or leave the area. Once a 
creature has left the fearful gloom, the effects last an additional 2d6 rounds. 


Grasping Shadows 

Master, Shadowscape 

Level/School: 7th/Conjuration (Creation) 
Range: Medium (100 ft. + 10 ft./level) 
ArealTarget: 20-ft.-radius spread 
Duration: 1 round/level 

Saving Throw: Will partial 

Spell Resistance: See text 


Stalks of shadows burst from the ground, as though desperate to escape the bonds of the earth, and 
immediately flail at everyone nearby. 


This mystery creates an area of grasping tendrils that function as the spell Evard's black tentacles (PH 228), 
with one additional hazard: Anyone successfully grappled by a tentacle must attempt a Will save or go blind. A 
successful save means the individual is safe from blinding during that particular grapple, but if she escapes 
and is then regrappled, she must make another saving throw. The blindness is permanent until magically 
cured. 


Menagerie of Darkness 

Master, Shadowscape 

Level/School: 8th/Transmutation 

Range: 30 ft. 

Area: 30-ft.-radius emanation centered on you 


Duration: 10 minutes/level (D) 
Saving Throw: Will negates 
Spell Resistance: Yes 


Nearby animals and vermin abruptly shudder. Their mouths and eyes gape wide as a torrent of blackness 
flows into them from the surrounding gloom. 


Any animals or vermin within the emanation, or who enter it, must make a Will save or immediately take on the 
aspects of their shadow selves, temporarily gaining the dark creature template (Tome of Magic 158). You gain 
control over these animals, as per the spell dominate animal (PH 224). You can command any number of them 
as a single move action if you are giving them all the same orders. If you wish to give different commands to 
different animals or vermin, however, you must spend a move action on each order. 


At any given time, you may have a total number of Hit Dice of animals and vermin under your control equal to 4 
x your caster level. 


Menagerie of darkness does not affect animals or vermin with Hit Dice higher than your caster level. 


Quicker than the Eye 
Apprentice, Night's Long Fingers 
Level/School: 1st/Transmutation 
Range: Personal 

Target: You 

Duration: 1 minute/level (D) 


A faint layer of shadow flows like ink over your hands, staining them pitch black -- and then, in an instant, they 
appear normal once more. 


You gain a +5 enhancement bonus on Sleight of Hand checks (which you can now attempt even if you have no 
ranks in that skill). This bonus increases to +10 at 5th level, and +15 at 10th level. In addition, if you invoke 
umbral hand (Tome of Magic 152), you may attempt Sleight of Hand checks through it. 


Sickening Shadow 

Initiate, Darkened Alleys 

Level/School: 5th/Necromancy [Darkness] 
Range: Close (25 ft. + 5 ft./2 levels) 

Area: 30-ft.-radius emanation 

Duration: 1 round/level (D) 

Saving Throw: Fortitude partial; see text 
Spell Resistance: Yes 


An oily black smoke rolls out of nowhere, obscuring sight and sound. It leaves a distasteful residue on 
everything within, and the scent is one of open sewers and putrefied flesh. 


The area of sickening shadow is filled with shadowy illumination, as per darkness (PH 216). All creatures within 
the area, or those who enter it, must attempt a Fortitude save or be nauseated. Those who succeed are merely 
sickened. Creatures within the area must repeat the save each round until they either fail or leave the area. 
Once a creature has left the sickening shadow, the sickened effect lasts for 2d6 rounds. Nausea lasts for 1d4 
rounds and is then followed by an additional 2d6 rounds of being sickened. 


Trail of Haze 

Apprentice, Night's Long Fingers 
Level/School: 2nd/Illusion (Phantasm) 
Range: Touch 

Target: One creature 

Duration: 10 minutes/level (D) 

Saving Throw: Will negates 

Spell Resistance: No 


At your touch, the target seems almost to leak. A tiny plume of jet-black mist emerges from his flesh, first in a 
trickle, then an ever-increasing stream. 


The mist emerging from the subject is an illusion that only you can see. It constantly drifts from the subject to 
your location, providing a nearly foolproof way of finding and identifying the subject. The trail stretches for a 
number of miles equal to half your shadowcaster level, so it is possible for the target to escape your detection if 
he moves fast enough (or te/eports). If the subject leaves the plane, the trail ends, though it resumes if he 
returns before the duration expires. The haze allows you to track the target, identify him if he disguises himself, 
or even locate the square he is in should he become invisible. 


Umbral Fist 

Apprentice, Night's Long Fingers 
Level/School: 3rd/Transmutation 
Range: Personal 

Target: You 

Duration: 1 round/level (D) 


Your hand turns jet black and seems to flicker as tiny wisps of shadow constantly leak from between your 
fingers and disappear. 


For the duration of this mystery, you can, as a standard action, make a special attack against any foe within 
medium range (100 ft. + 10 ft./level). You must have line of sight to the target. 


You can make any one of the following special attacks: bull rush, disarm, or trip. For purposes of adjudicating 
these attacks, make your touch attack as normal, if one is necessary. When actually resolving the opposed roll, 
however, substitute your caster level for your base attack bonus and either your Intelligence or Charisma 
modifier (your choice) for your Strength. Because the attack is made at a distance, it does not draw an attack 
of opportunity that such an attack would draw under normal circumstances, nor can your foe attempt to perform 
the same maneuver on you in turn, even if such is normally allowed. 


Urban Tools 
By Ari Marmell 


Cityscape presents a variety of new feats, spells, and warlock invocations that were 
developed in an urban environment or that you can use in a city-based setting. While 
these are the most prevalent of new tools and tricks for the urban adventurer, 
however, they are far from the only ones. For those who do not practice such esoteric 
arts, not only magic items, but also alchemical and entirely mundane tools, exist to 
enhance the abilities of the city explorer. 


Several of the abilities and items herein reference mechanics from Cityscape . For 


Tools of the Trade 


The city poses unique challenges, and many a creative craftsman or skilled wizard has 
risen to meet those challenges. Presented here are a number of items particularly suited to urban adventuring. 


Alchemical Items 


Alchemical items often seem like magic to the ignorant, though they are less potent than true magic. The items 
below include the Craft DC to create them. 


Alchemical Items 


Craft (alchemy) 


Item Weight Cost DC 
False Paper ž 15 gp 20 
Liquid Light F 25 gp 22 
Sewer Mask = 30 gp 25 


* No significant weight 


False Paper: This "item" is actually a pair of separate substances: a thick viscous liquid and a thinner fluid. 
When poured over paper, the thicker liquid forms an extremely thin layer of what appears to be blank paper. 
The writing remains, but it is hidden behind what looks like a blank sheet. Only a DC 35 Search check reveals 
that the paper is dual-layered. The owner can write on this new layer, or leave it blank, as he chooses. 


Applying the second fluid causes the top layer to disintegrate (along with anything written on it), revealing the 
original writing beneath. This has proven to be an effective means of smuggling hidden messages into or out of 
a city, or even -- although it costs a great deal -- a means of hiding a spellbook from prying eyes. 


The cost given is for enough false paper to cover, and then reveal, a single sheet. You may add multiple layers 
of false paper to a single sheet, but each layer after the first reduces the DC to detect the false paper by 5. 


Liquid Light: This viscous fluid is a bright yellow hue and glows faintly in the dark. A flask of liquid light can be 
thrown as a splash weapon (PH 158). Treat this as a ranged touch attack with a range increment of 10 feet. A 
direct hit imposes a -8 penalty on the target's Hide checks; anyone within 5 feet is splashed and takes a -4 
penalty. The paint glows for 1d4 hours, then fades. It can be washed off with soap and water; this takes 3d4 
minutes. 


Sewer Mask: This is a small fabric-and-leather mask that is worn over the nose and mouth. The alchemical 
substances within grant the wearer a +5 circumstance bonus on saves against airborne disease, inhaled 
toxins, and nonmagical effects that cause the sickened or nauseated conditions. Each mask is good for 2 
hours of use. 


Hidden Weapons 


Many cities have laws against carrying arms, and even where this is not the case, certain institutions disallow 
weapons within their halls. The items described below may get around such restrictions (and are illegal in 
many communities). 


In addition to standard attributes, the hidden weapons listed below include a Search DC. Anyone who fails this 
check, or who does not specifically search the bearer, does not recognize these items as weapons. 


Masterwork versions of these weapons, in addition to adding the normal benefits, also increase the Search DC 
by 5. 


Hidden Weapons 


Martial Dmg Dmg Range 
Weapon Cost (S) (M) Critical Increment Weight Type Search DC 
One-Handed Melee Weapons 
Cloak, weighted 95 1d4 1d6 x2 -- 5 |b. Bludgeoning 25 
gp 
Swordcane 60 1d4 1d6 18-20 -- 3 Ib. Piercing 25 
gp 
Ranged Weapons 


Lute-bow 250 1d4 1d6 x3 40 ft. 5 Ib. Piercing 30 


gp 


Cloak, Weighted: This cloak has an unusually thick lining at the bottom, which is filled with lead shot, a thin 
chain, or some other weight. When held with the other end wrapped around the hand, it can be wielded much 
as a flail, including bonuses to disarm and the ability to trip. 


Lute-Bow: The upper layer of wood to which the strings are attached can be rotated with a standard action, so 
that the strings now lie perpendicular to the lute itself. The wood and the strings are treated to offer extra 
strength and resistance, allowing them to flex like a bow. Although it is held horizontally, like a crossbow, it is a 
hand-fired weapon, so it resembles a shortbow in usage. 


Swordcane: This is the classic "rapier hidden in a cane." 
Magic Armor and Shield Special Ability 


Sentinel 

Price: +15,120 gp 

Caster Level: 7th 

Aura: Moderate; (DC 13) divination 
Activation: Standard (command) 


This shield almost gleams, polished as it is to a mirrorlike sheen. 


The sentinel ability is almost always added to shields, though it is technically possible to add it to the helm or 
breastplate of a suit of armor. Each sentinel shield (or armor) is irrevocably tied to a small mirror, which was 
created as part of the process at the same time as the shield itself. As a standard action, the bearer of the 
shield can cause an image of whatever the shield is facing to appear in the mirror, not unlike a scrying spell. 
The person with the mirror sees everything in a 120-foot cone in front of the shield (or less if the ambient light 
reduces visibility below 120 feet). This effect is blocked by any effect that blocks scrying . The connection can 
be severed as a move action. 


This ability can be activated three times per day for up to 7 minutes at a time. 

If either part of the pair -- the shield and the mirror -- is destroyed, this ability is lost. 
Prerequisites: Craft Magic Arms and Armor, scrying. 

Cost to Create: 7,560 gp, 605 XP. 

Magic Weapon Special Ability 


Assassination 

Price: +1 

Caster Level: 7th 

Aura: Moderate; (DC 13) divination 
Activation: -- 


The striking surface of this weapon is jet black. Although it shows little sign of use, you cannot help but picture 
it covered in freshly spilled blood. 


An assassination weapon deals an extra 1d6 points of damage against a foe who is flat-footed or otherwise 
denied a Dexterity bonus to AC, or who is flanked. If the wielder deals sneak attack damage from other 
sources, such as levels in the rogue class, the extra damage stacks. 


In addition, the weapon seems to eagerly drink in poison. The wielder never risks poisoning herself when 
applying poison to an assassination weapon, and the save DC of any poison applied to the weapon increases 


by an amount equal to the weapon's enhancement bonus. (Thus, a +1 assassination dagger increases the DC 
of any applied poison by 1, while a +3 assassination dagger increases the DC by 3.) 


Prerequisites: Craft Magic Arms and Armor, true strike , sneak attack +2d6. 
Cost to Create: Varies. 
Specific Weapon 


Bolt of Arrest 

Price (Item Level): 307 gp (2nd); 1,407 gp (5th) for greater version 

Body Slot: -- (held) 

Caster Level: 3rd (7th for greater version) 

Aura: Faint; (DC 11) enchantment (Moderate; [DC 13] enchantment for greater version) 
Activation: -- (ammunition) 

Weight: -- 


A shaft of dark wood, with tiny runes etched along its length, terminates in a black iron head with four razor- 
edged foils. 


Any humanoid struck by this +1 bolt must make a DC 12 Will save or be paralyzed, as per the hold person 
spell. 


Although rare, a few samples exist of a greater version of the bolt of arrest , which affects all creatures (except 
those immune to mind-affecting effects) and has a save DC of 16. 


Prerequisites: Craft Magic Arms and Armor, hold person (greater version requires hold monster ). 


Cost to Create: 150 gp (plus 7 gp for masterwork bolt); 12 XP (greater version 700 gp [plus 7 gp for 
masterwork bolt]; 56 XP. 


Wondrous Items 


Duo-Dimensional Jug 

Price (Item Level): 1,000 gp (4th) 
Body Slot: -- (held) 

Caster Level: 5th 

Aura: Faint; (DC 12) transmutation 
Activation: Standard (command) 
Weight: 8 lb. 


This appears to be a perfectly normal jug, though it's perhaps a bit nicer and cleaner than most. 


A duo-dimensional jug contains two interiors -- one accessed normally, and one in an extradimensional space - 
- each of which can hold up to a gallon of liquid. By speaking the command word as you remove the cork, you 
can access the extradimensional space instead, filling it or emptying it as you choose. Anyone who removes 
the cork without saying the command word accesses the jug's normal contents. 


Only liquids can be placed within the extradimensional space. This is particularly useful for smuggling poisons, 
potions, or the like, though it can be used simply to keep one's companions out of the good wine. 


Prerequisites: Craft Wondrous Item, rope trick. 
Cost to Create: 500 gp, 40 XP. 


Guardian's Lantern 


Price (Item Level): 7,750 gp (11th) 

Body Slot: -- (held) 

Caster Level: 7th 

Aura: Moderate; (DC 13) divination and evocation 
Activation: Standard (manipulation) 

Weight: 2 Ib. 


The light dancing within flickers off the polished brass hood and handle of this lantern. The glass emits a faint 
glow, almost independent of the fire within. 


This hooded lantern requires no fuel, and it burns with no heat. It is activated or deactivated by turning a knob 
at the top. In addition, all weapons glow when brought within the lantern's 60-foot radius of dim illumination, 
and all invisible creatures glow when they come within the lantern's 30-foot radius of bright illumination. (See 
detect weaponry, Cityscape 66, and see invisibility ; the lantern detects or fails to detect targets as per these 
spells.) This glow is visible only to the person who manipulates the lamp's knob. The manipulator need not be 
holding the lamp for these effects to be noticeable to her, but she must be within 5 feet of it. 


The lamp can be used for up to 1 hour a day. The time need not be consecutive, but each use rounds up to the 
next 10-minute interval. 


Prerequisites: Craft Wondrous Item, continual flame, detect weaponry , see invisibility. 


Cost to Create: 3,785 gp, 310 XP. 


